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Course Overview 


Welcome to "Corporate Challenge” - a computer-based orientation course to acquaint you 
with AT&T. 


Objectives 


Successful completion of this course will enable you to: 

I 


★ 

Name three principles of how to deal with 
customers. 

1 

1 

1 
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★ 

List several of AT&T’s traditional and new 
products. 



ir 

Identify AT&T’s Lines of Business. 



★ 

Describe the expectations that AT&T has of its 
employees. 



★ 

Locate resources for career management. 

' 


Press the F8 key for a complete list of the topics covered 

in this course. ' 
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NEXT 
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FI 
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Corporate Challenge is a competitive game where you will be given opportunities and 
have a chance to take risks. By moving through a maze of corporate headquaners, you 
will learn about the company. Along the way you will be asked questions. If you 
answer the questions correctly, you receive a reward. If you take a risk and lose, you 
will forfeit a reward. The game is completed when all the hidden rewards are found in 
the maze and the student completes all units of information about the company. 


After completing Corporate Challenge, the new employee will be better informed about 
AT&T, be motivated to take risks and be better socialized into the corporate culture. 
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Course Outline - Corporate Challenge 


This outline is provided to give you an idea of what will be covered in the course. You 
may also wish to use it as a review tool or a reference. 


l. AT&T and You 

A. Easy To Do Business With 

B. Customer Satisfaction 

C. Customer Focus 

II. AT&T Products/Services 

A. Historical Perspective 

B. Corporate Strategy 

C. Traditional Products 

D. New Products 

m. Lines of Business 

A. Identity of each line of business 

B. Description of each line of business 

C. Show the relationships between the lines of business 

rv. Your Partnership With AT&T 

A. Affirmative Action/Equal Opportunity 

B. Intellectual Property 

C. Code of Conduct 


V. Career Management 

A. Definition of career management 

B. Career Development 

C. Career Planning 

D. Transfer Consideration 
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WHAT IS COMPUTER-BASED 
TRAINING (CBT)? 


CBT can be a fun and rewarding learning experience. This training delivery medium 
has some very powerful benefits compared to classroom training. 

Computer Based Training: 

• Is a convenient and easy way to obtain training. You can take this training 
when you want it and at your own work location. 

• Allows you to control your learning process. You decide when you want to 
work on part of a course and how much time you will devote to it. 

• Provides feedback on your progress through the course by review questions and 
exercises which let you know how well you are learning the material. 

• Eliminates travel and living costs associated with classroom training. 

• Saves you time. A CBT course usually requires about half the time that is re¬ 
quired to complete a comparable classroom course. 

• Uses instructional simulations and games to help make it a motivating and 
rewarding experience. 

• Is usually a multimedia mode of delivery, using text materials, computer 
mtorials and simulations, and videotapes. 

• Is an interactive learning experience-not a passive one. 


STUDENT CHECKLIST 


- 1. AT&T 6300 with 640K memory 

- 2. Two computer diskettes 

- 3. Mouse (optional) 

- 4. Job Training Aid - “How to Use” 

TIPS FOR THE STUDENT: 

1. This course should take between 1-2 hours. You may take a break and restart the 
course. Use the same log-in name to re-enter the game. 

2. After all the rewards are found in the maze, we recommend you go through the 
“BROWSE MENU” and answer key for reinforcement of the course material. 

3. The FIO key is the same as the remm key. 
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Keyboard 


Press the F6 key to back up. 


Press the F8 key for 
additional help, when available. 



'Press the F9 key to return to 
the main menu. 


Use the four arrow keys to move 
through the maze or to make a 
menu selection. 


Press the F10 key to 
advance to the next page. This 
key is also used to make a 
selection on menus and 
questions. 
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